
Freoway Rabbit 

TV object ^ the gwt h to get Ihe robbd «mt lb* freeway witFiou I 
befog hH by aw 

* 1-3 ^ay*nu 6 g^ne toreh^ increasing dffitorfty 

* Mere the jaypod up or down to m o * the rabbit forward or buck 
«rwi in freeway laiK Mtn« the jaypod lift or right b adq lb 
robfcrl stand still b PW*d encoding ton. 


attack your ifocmbp. 

• f player; I ll ganto fovfoi. incraaing cUTicuhy, 

* Th* fire button ocif™ tos pV liwCMfip and fow i lin h. Afore the 
for ^forward or beck to maw tfta ^rttorornft up pr dwft 


Fun with Numbers 

Tbil gome pfiemll addtion, HfbstroctWO- iHuhp&calton and ^i»n 

pnaMk, 


A ATARI 


* More lt» jc^pucJ f^r*t3rj prbocfc b cjck 4>m-ogli nimibBti 0-9. 
Wct™ IV jaypod foft or right to more th* onmmr Snm Pmi V Ron 
Wn to record your OWwmf. Musical h/nra ,i> foot* whfllFier y«J* 
ffmr » rigTiJnrwrong- 


Flag Capture 

TV abject of this game» to find th* square I:--=■: cark>he itw Fla^ 
* 5-3 ploysis 


GAMES CARTRIDGE 
DOCUMENTATION 


* Gaireq 1 - 4 r 3 playsn competo b jj» who ton capture 15 
fim. Gona 5-7, 2 pkrrert compete to ms who ccp lures dm mcwi 
Ftogt in 7 5 seconds, Gamut 8 - 10 , 1 pfeynr oi p*T gattisi j — 7 , Use 
Hid jaypod If: more across- th* squapfii, Pi/ih Hw Fra bul to i to HHI 1 O 
iqijore cantatre the Hog, Htth, to If* flap location j'on arrow directing 
>OJ to H-ifi flog oro nUJTibsr incfcating haw rrrany tqyam dmy V 
Fbg it); or o bomb that mtu mi you to the Rn .1 square, 


NFl Football 

In Him gams your football San (rim b beat you rappojienl's through 
the jolcttkjn at gam playi. 


TV abject k to H i the ball Into ihe cup an soth ha’q. rei ng ai Fbw 
itobi ctj pouible 


« I ;uknp are fire offemire formehani (iptl fof P, tight n ghr, ip£t rig ht_ 
ighl Wl, and fra rct) and Ere a Jensrm formptiore (wide lift, light 
right, witib right, light left, end cWp). Fora poni forma Hon, push th* 
fire button, Gomes 1A /. players control playacswith tbdr joyfraefr. 
tfreoffomo controls the bofl ond con pc si or punt by pruning I ho Fre 
bufbn, Ojfiinjl (he po<h of a pail at kkJ( by odng iSn jaypod. 
□•fflOM tonPtok lbs ins men. Gamti tffon» progrcun thsif ploys 
and watch rlw computor run ihom out, Neither pfoyer eon conhol #» 
plc^i maremonfo but iheoffonu ton pest ocfocli tV bad using tFw 
f™ bvtton. 

* Scoring: 7 poinh for a touchdaw^, 2 painti for a tof n4y. 


1/2 plojrei 


* Uvr the (oypod to fTtoVO ihe piaysf r: -j L "d Plm :aurw and '□ 

povtfon phujclub tor theireng. TVtlybahreyi potob toward IV boll. 

ihe fire bufton to bsgin tie boebwing, rebow the huPtoo to hit 
the ball, ’hr obinci is to compleb the eeune whh as few painkt en 
poti, L4cL |Ftir for IS* couire b 3^,) 


Chiifare 

1 Pra object of dill gams S to taptany ya ur opponml^i chfKVn- 

• 1 - 2 pfoyars 

w Frro the Rre bu>ton to isfod tbs piece you warn b more, Llta ihs 
foyihtik ig more ihe pfocs to rhedmired i^uare and then pran the F™ 
button vpn, 

• Scxiraig: the foil ptoyor b capture ell the abec's thotltan rem. 


The ab(ecl of Ihs game b to cotoh the cjoFm without Setting the shark 
gtytthnCn. 


« U» the foyikS b more ths foiting li™» to cotoh tV crofo end 
LXYQid Hi* lliorfc, 


Boxing 

TV object af Ihrs game b to Liut bat your apaanonl. 

* 1-2 ptoyeri 

■ Uie the fire button toCCnrerup dr to hiPyOur apponenl (parti tFwi 
button and mare hanchiawy from opponent to carer up more 
handle toward opponent to jab puP handle back to fond a body 
blow, end push hancffafarvmrd fo forel □ puytjf punch). 

The be dv-whoi knocks oulorTNO'i [12 punches irtihaut the opponent 
tan£ng o punch gr getting crwyjl (he opponent is the winner. If V 
tight goes the full seven rounds, the pfoyer with the mair petinti !i the 
MMK 

* Scoring: the payufl puwh tn rm Ihu mqsl pofnti; tfw body bfowt 
the -Mert highesP, and (he fob, its fora I. Corerfog sarm pain k for dig- 
fomire bosd ng, A barer «rn earn a mannurni. of 99 perintt in e Rgh|. 


Freeway Chicken 

The objecl of this gamai i to get tlw cfkken across ihe freeway 
wirhoul bong hfP by a cor. 

* 1-2 pfoyers, Tight game fodi, increasing ctffic olty 

■ Mare the joy pad up or dawn Pa mare the chiclum forward ?r back 
ocrou the f raowpy tones. More Am foypod Soft or right to rogia the 
chicken stand [til fo areld oncoming cars, Scaling: 1 paint for aach 
time Ire chicken makes h tafriy to tbe alter tide af the f raewray. 


Combat 

TV gamo afforj 3J dfforenl gpmnreritftioni fo whfoh you try b 
outwit jwur oppo nc n r 

* 2 playen, 

“ Tank (1-5). Hit ymir c^anonl ai many times as yiu con, 
Tankrffong (^-9); fh* ntoiifo can basmoe off wdh and borriert on ihe 
ptoyVfoL Kore t^r hiHing yaw a pponeM h>ea<fo>n or by bou ncing 
your ntolifo Invkibto fork [10-11], Ybu a™in™bio (a coch o'l- r ur»' 
til a aiuifo is fsned or a hi I hi made The tbnfo became vmbfo when 
they bump rrlo a wall or barrim 1 . Invis: Ue >fong (13-14^ tn mhmn lie 
iitamibtopkiyfeatoniwilh iFie mi sale action of fonk-fong, (S-Ttonn 
fIS - 30): bi-pfonet hry to ihool each aAter au) af the sVy. Jet- FtyFilw 

• ?T -27): test year obitry to outwit your apf>. na-nl as □ jal Fifhtnc pi- 
of, for alf rank games, Pbajaypad con be n-ared Wt, fighl^ or for¬ 
ward Pa eonProl Fha tank's moremenl. In bi. plonagamei r more the 
pypod hom lie left (ibwost) b (he righl (fostost],- to dive, move the 
joypod forward; to cfem^ mare it back. In jef-fighlw gomes, move Pho 
joy pod fo word (fouiof^ to bockwond {tfowest); mare it loft ar rig iri la 
tom:, 


Skiing 

rhe obi«P af the game a to gel Ihe skiw down the hill ^utcUy, without 
-■tfog ary ci the ebsfocfoj, 

* ipfoywi 

* In ^imes 1-5, use lie jay pret la mare lie skier Ween iheffogil. 
to gomes 6 -10, mare the jaypod to mare tha skier dawn tFie course 
wthuut hirtng any Pfwro The speed beraares aleoch fowl. 


Outlaw 

The object cJ ihb game is la auhhoal your □ ppra n wi t 

• T-2pfo¥en 

• use the joyiisck to cantos! the moremenl af your gunfighfor- Push 
he Rra button to dsaat, 

m ligarrolevV 

• Scoring; 1 point for each lit 


Sky Diver 

The object of Ki e gome h to guide the Sky Direr to itw landing pad. 

* 2 playres. Game* 1 fi 2 am Ifm sarnt^ Games 3 A 4, the ^rib ng 
pad maviH. Game 5, one font:' 'sg pod; ihe Rnt pfov«r to fond on ^e 
rl scora-j points. 

• Pfe^ Ihe foe bu Ifon to rebate the Sky CSrer, Pull back on the 
py pad to open ihe pamcheto. The wind wck ot ih® bottom of ihe 
screen tells which way the wind h btowing ond tihe wind's spued. 

e Soaring: you can seam tf lfl potots pec ppa depometing on when 
imu opto the chuto The tobr the chuto opere, (he fogher the score, 
Ifau late 4 points I the Sky Direr Fib Pho ground with on imapenod 
chute- 


Basketball 

The abject of this gomes b shpal Ihe most beskeis- 

■ 1/2 ploynra. 

* Prod the fire bu tton to potilian the player's arms Far the (heal arid 
refoose the button when you're roody la ihoot- Pmn the Rro bultoo 
to mc'iM the dtffonding plcrynr jump to black the shat, To stoat rhe ball, 
place your ployer'i foel men wrth ywf oppanenTt and Mm (he ball 
dtefog the dnbbfo- 

• Scoring: 2 paints for oach basket, 


Bowling 

The abject of ifo gome Fs get the highmi bowing (cans by knocking 
down m rogny pins oi you con. 

* 1-2 ptoyon [gamra 1, 3, and 5 forT pfoyei; 3, 4, and^foc? 
pfoyen) 

• Press ihe lire boriwi to retooie ihe boll. In garnet 1 & 2, more the 
joypod to hi up o cuwoball. In gomat 3 A 4, more ibe jaypad to 
(toenhe boll ante Fl it in (he alley. In ^amm 5 A i, yep CanngS mare 
the boll aace it has been ihrov n. 




Human Cannonball 

The object of the gam* a b shoal ihe perron out fil »he tonno n a fid 
irtfa the wgtor faw*w; 

- 1-2 plo/xNi 

* The joy-pad canto;.-, the cannon omyie. fsenition and Ihe ipe«d erf 
the Human Cannonball, depending upon the jpmji, The fire button 
fhoohi the Human Gannoobcl, Gamm 1 - 4 , the wafer tower con he 
moved erfferlhe CcmngnboU n ihgi. In gom« 1 -3 and 5-7. conHa! 
the angle gf the onw with the joypad. Gome* 3 4 7, lew ipoed erf 

Ih Cam^bol can be eontmM V lU ioyfwd Gonw 4 & 9 «h* 

CoflrtOh paritfan yqm ho cgnlrpllad by lH<| jayped. Game* 5 '■ S. >5 
moving wtaiiwf appoora in (faid of i+w wafer tower; *hoot the 
Connambol through ih* windmv, 


3D Tk-Tae-Toe 

The pome * a three drranajond veedon of Tk-Toc-Tge. 

* \f2 pfayer*,- infad igomei 1-0 For one player and game? far two 
pfayen, 

* Jie the foypod to move you* mart Puih Aw Em button fa pfacr* 
S[* mark Oft a squan*. 

* Scoring; the winner sIhefirit player lo gel four iqoarwtn a row. 


Rmnfl 

Capfcim □*> many erf *?i u 64 iquyim at yiMJ con, Outflank your 
oupa "lent by capturing 0 fquor* on both tide* of your opponent* I 
vquv« or raw of iquorai. 

* 1-3 player* Gomes 1 - 3 , chotenge Ate computet Garre 4 , vd 
player* appose each other. 

* fayrftfak Coniub Ihe pojjhon of the anK Push ihe (kb button 
to Snhn a iquctm. 


Surround 

The objocl affthgtina a to On!-m™wywropponent, 

• T — 3 ployen, 

• In gornei vrirti the Erne fosiftrm, prma tho fits button to hide your 
-udcS t-.-n-rpOiisnly. tmM* 2 & 4 am far 1 playBr. The other ga/ra* an 
far tort payer*. Game*. 3 , 4 , 4 , 7 , ond®- 1 ? P ih* sr»*d d httoch 
■ncreoM 01 th«y mow ocihi the field. In gomes 5—7 ood"l 0 -l 2 r 

can mow dtogandly. In Qetften. 7 and 12 , yov ran tempartsivy 
pur hneb by holding fa# fim button, I n po me* 9 — 12 , you can 
mmi your tender black off Hy> Knee *r> tool H oppaon -mi the- 
oppoih) tde 

• Scaring* ytstj f^tl ppint when yger opponent lab another port d 
(to or her track w yeun. The ftnl pfayer to sea™ ID Fzrfnh wins. 


Blackjack 

In the Qo*™^ pfaye<ra compete agdnrt the cpmpvtmr dealer Ip gel ? 1 . 

* t -3 plqy*fi- ReqfiifrM feddleCorttroflen 

* y>e iho poiluhi conttoller to pfaCe yoUrhet and to indbato 
wh«tfw ypy want to itas ^double yaw hot, or tcie a Wt, When o 
quest on mark oppoon bekw you* total number of diipi r ptoce yoor 
bet by tuning the controller knob to the number of ohf pt you wish la 
bet and pruning the button. After tm conh htr*e been dealt, tom the 
knob to the Aden you want to hake if you choasa HTT, pan* Urn 
button far each e(^d jww won’, Tum thn knob to STW when you don'l 
ewnt any non condt 

* PbbtK rt*Ft»b«p- cords - face rabes; - 10 pomlv A -1 or 

W pc*rk. 


A ATARI 

Selecting Games on 
the Atari 2600 

L Insert the 32 in 1 games cartridge. 

2 . Toggle the OH/OFF switch an the 
console between the ON and OFF 
pasffioiu. The 32 games will appear 
in sequential aider 

3. Press the RESIT button on the 
console to begin playing a game. 


Mir ia lure r Gdf 

Hit +§W ball mfa the cup in opch J the njnfl hotoj, wing p* few *to»kw 

Ot pOiuhlvL 

■ 1-2 play*n. 

■ kJwj tho jayptKi to podtian Hw (di*tt Phhi tho Rnr. buflton la Itif to* 
ball. Tfie paml i* to motoh or boot rhq pgr far each hoV 


Slot Racers 

n» objoci of rf»« gaepa ii la manauwr through the aoun* and i hooi 

yOur lippOiVMH. 

* 3 pbynr*, 9 gamp lowb. The cfiffiquhy ijicrecwi with eod* ferml 

* Uh tha jpyjKBJ fa manou™- Kupugli the opurao. PVd Ihn ft™ 
button to ihppt r 


Spate War 

The object of the game h to hit your opppnenh ip^enhip with 
friuile^ 

* 2 pfayon. 

* Pm the fire btrHwi to ihoal. Garrmi ~\ t 2 , 4 n -id i hp w tf»e gotosy 
b&Ltodary faolura; yoq*r ipucwKp will bounce off the pJayfirfd'i 
boiPidorVn, Gomw 3 , £, and t, when your i hip men** dT the edge 
of the wvndflry, H wiB go into warp drive and rv j ppaa r an 
oppowle ride. GarwK 4 A 5 ^ yo*r hayp to Bght lh**un'i grovity fa 
keep your ipoemhi u (nym lapbcfcrg. In gomm I-you eon make 
you* jpaamJepgp in and o«t of fy purjpace by puiEfig It* fnypad 
towonj yov; die ihip wi- bees me inwsibto, but you won't bn abb to 
fee rniebe. Game* 6 4 7 . you con nlum to your star tote to nrfial 
ond muppiy you nntHiei. 


Air-Sea Battle 

Sum point* by hittfr g rrow*g o hjeeb iueh a* pfanci. hebapton. 
iltip* and lubmorioeiL 

* 1-2 ptoyoq? me* 3 P 4 P 9.12, IS. T0, 2l> 24. at»d 27 -1 ployer. 

Ifteatho n are far W» pfaynr*. 

■ Plrth ihfi joy pod forward and bock to change the angla erf lha gun. 
PfMl the fira button to ihoat. In garmn 7 — 12 , push the jgypqd left or 
right to nhOwo Hie lubmarina. le gee™* 1 J-IJ^ pw*h the pyjlick 
fa 'ward or back to change the □ in of lha gun and Ipft or right to 
mow the gu n ac*™ the trrmr. Gome* 16 - 27 , puih the jaypad 
farward to cpjd'ol the ’.pood. 

e Seortog: gaiotn wid after 2 mimrtei ond 16 seconds erwheoo 
player item 99 potato 


Tennis 

The object of the gamo b to wfa the ton nil motoh. 

* 1-2 pfayen 

* U*e the jayp™f fa control die mawntont pf thn tenrrfs frfayH n Prew 
the fim button to terw iho boD. 

e Scoring: Rot point — 15, second point - 30, third point *■ 40, 
fau Hit point — gome. Th* fi rsl player hi wi >i far gamn with O 
two-gome bod wira, tha Ml. 


Slot Machine 

Tli* game warhi lie a ito I m«(**i& The al^t “ te bse up duo* of 
fa fame tomt in a mt 

* 1-2 pfayvo (odd nlumbargarltoi far 1 player, iiieh riutttbar qnmin 
far 2). 

* Khco yagr bul by penning the firn button. Pdih lha je>|nlk:k jo, *| w 
rk^hl to *p n ' 


Stampede 

The abiact of rfn: q :*nui k to dap the llampede by rai^tg lha cattte. 

* 1 ployer: 8 fawb, lha IpOod pf lha itampede inCnySnOs at eoch 
loyal. 

* Uh (he joycoJ to move ihecowboy up or dwn, (faih fa* Fire 
button to rap* Bve csttfa 

* Scoring-. 25 potato for white cattle^ 15 point* far ton coHka 3 point* 

fae brawn 10 Q p^iriH far ifatfanaiy Cfflttla. 


Fishing Derby 

The objocl of fhn genne a to Cafah the hsti wifhoul lailnig tha shark go 
them. 

■ 1-2 pfayon. 

■ Use Ihe jaypod tg. mwe the fahmg ine to cerkh l+wlnh and avoid 

the ihork, 

. Staring: i points far fch t aught n! jhn bottom, 4 point* far ftlhIn 
the rreddl*. ot*d 2 point* For Fill* near rf*e top 

Loser Blast 

The object of the gome n far your ipaceifap to destroy the enemy** 
fmbaie&, 

* 1 ptoywr, 4 layeh erf difficulty, 

■ McnO tha jcypod to cnnhol tfw spacmhipi mOvarOwit. Puih the 
finl button ond mow Itio joypad to conlial tha angle erf thagua to 
shaa! lha fimbmos. If your i pocia-liip ii hi', mow the joy pod lo moke 
lha ipacoihip lard an tha Firaba&a. 

a Scoring: 10 point* For hitting each of the (in I Ihnwi firisbcaaiv on 
aAfittonal t& paint* far noth Inwjl, up to TO pqtah far thn lad thn» 

Mew*. 


Ant fkwly 

Tha-object gf thn game ■* to do*lnjy thagnb mnd tg avc-td running 
into the *ton*t, 

- l player 

* U la Ihe jjoyparf to control your mawmanl. f rus s the fac button to 
do stray the ants. 

* Scorings 1 p^nt far each grrt. 


Homerun 

The object of Am gome is to icons the monl runt. 

* 1-2 pigynn F QOMtl 1-4farl ptoyoc 5-5far? pfayan. 

» Mgw the p^pod in Hie dmicfan you w»li to hit the boll, fa stop 
your menuer, puih the (ho button befon you roach the boM. lb pitch 
hi U, pras* ifie Fire bu’tor, -tyiri trwwi your joypod forward far ■l--r 
fajtball, back far Hie slow pfch, and left or right far Ita cum. After 
(ho batter let* the boll, im the jgypod fa men An gutfialdan in Am 
rfimefan you wont far ifurt* to cotch lha boUcw rmske on ota. 








